\ Dare you to open the Trap Door in the dark, dank cellar at Castle C+
VG? What lurks down in that black void? If you're brave enough to
investigate you could end up with an armful of goodies.

Yes, thanks to Piranha we've got a cellar full of software (well, almost),
records, and T-shirts to give away as prizes in our Trap Door Competition.
As you know the game features the bumbling Berle’s problems as the servant

in the cellar of a castle where he must perform unsavoury chores to feed
“him upstairs”. This often leads to awful encounters with bizarre monsters

and slippery slimies.
What we want you to do is draw or paint amonster which you think could be
lurking beneath the Trap Door.
Sgpd.your entry to Trap Door Competition, Computer  Video Games, Priory
Court, 30-32 Farringdon Lane, London ECIR 3AU.
The closing date is November 16. “Him upstairs” will
“make the final decision.

The five winners will get a copy of the game, a special 12
inch picture disk of the theme tune of the television series

h
and a Trap Poog T-shirt. The next 15 runniers up will get

Z




ou asked for it — S0 here it is

Again! Yes, our first [DEAS

CENTRAL HANDBOOK
proved so successful with all you ace
gamesters out there that we've
decided to do it all over again with a
whole bunch of new hit games. We
asked the programmers and
designers of current mind benders to
leas a few secrets to the staff of IC
But because YOU the loyal O+ VG
reader, are so hot when it comes to
hints I've managed to persuade
Jackson T. Kalliber and the rest of
the IC team to allow some of C+
VG's top tipsters to get in on the act.
And in the IDEAS CENTRAL
HANDBOOK 2 they get to rub
shoulders with people like the Gang
of Five from Virgin, who brought
you the Dan Dare action adventure.
People like Canadian programmer

IDEAS CENTRAL

adventure and it features logical puzzles and
hand to hand combat, rather than blasting. It
took mgmmmer Andy Wilson TWO years to

el

‘ve got hints on all three versions

a it nasty.
come to the

0 saving the
to can g Dan Dare sopthe

SPECTRUM
THE GAME

Dan Dare must find five “keys” to perate the slf destruct
mechanism ofu complex within a hollowed out asteroid. This
asteroidis on  cullson course with earth, s Dan anly has o
Timited time to fnd the keys,se the mechanism, and —

opefully - escape.
These are a type of it ound dottd around the computer
each has an arrow, or arrows,that show which directon
they il take the ‘passengr. Be carcful though, s some.
 in one direction. When in the Gravshaft, Dan

kon hs llowed out asteriod on
Chris Gray who reveals the secrets HANDBOOK No.2 callision course with Earth, Dan loap into his ~(and te Treos) v given s proesion agintaer
of Infiltrator. People like David trusty spaceship, the Anastasia and heads for
Bishop who designed the mind- he Bobtruction mechaniam the Mekonbae.THE TREENS
boggling Deactivators. Then installed, set it tic d destroy the
dherels players guides o Ghosts '~ 3 DAN DARE B et Moerws | Al s i e D
e x 7 JACK THE NIPPER aside plot too. Dan has to save his loyal friend
Goblins and Jack the Nipper. All I)icby el o he G, vran s sl Do
this plus more! and a special IDEAS 8. DEACTIVATORS Feitaay

CENTRAL HANDBOOK 13 GHOSTS N’ GOBLINS
competition into the bargain. Don’t 17 TRAP DOOR

waste time reading any longer! Get 19 INFILTRATOR

stuck into the games that will be SO 22 REDHAWK

much easier to play now you've got

your hands on this amazing free gift.

Let us know what you think about I

it. Il look forward to hearing from Hr g e S

you at IDEAS CENTRAL Until magaine, Noverber 196,

then, keep zappin’.

y: Melissa Ravenflame
Big Red, Otss, B-Con, G,

;
Reteashd by DS CENTRAL =
Pyt tn

/fsse e A g e

Z
Gold, Virgin




drops below  certain point, Dan will ol dbe

taken to prison by the first Treen that fnds him,
It tge, he Treens il kaoc b ot ad ake

Thnn are fivesections in the complex, and one self:

10 e i B s o due to dama
sustained during the journey throug
o spratn i e st e s sty

escape.
Treenstravel betuen screens by means of short secret
passages which Dan has o acces t. By carefulshooting

sowever, Dan can *lear”areas of Treens.. but beware,there
passages, ready to jump out

may be one hiding in one.
at any moment. Oh, and at any time, reinforcements could

WALL MOUNTED GUNS

e, the mechanism

Returning each to
o o ook e e
secion, where Dan can find the next

COMMODORE
THE GAME
o complete the game propely it i necessry o rescue bt
Dighy and P Peedy and dstry e k. e
posibleto complete the game without rescuing your chums,
w Den il 1 b alowd o he i f e
Dan can ngage the re i iron

e o et i Mok o of i

it
can cimb 0 a higher psiton, and shoot the guns from the.

ing them completely. Other types of Wall
Mounted Guns can be found on laer lvel, thse fire
horizontally, but are easier to destry.

FLOOR MOUNTED GUNS
™

ey are oo low

Fighing the
them. Difrent Traenn e ifrent sy vl s the
s ey dadgs thm sl oy € 1) Tho

you cutthe left hand vine and ti t t theright hand one and
ot vice versa. Some puzzles may need an object 1o gt o
further object. One of them even requires you 1o undress &

reen. Seriously they key to the Complex s to ook as much
Hike  Treen as possible Gettit?

CHAPTER 2: THE COMPLEX

ou need o diect the beam of the laser through these
reflectors and destroy the computer. I you position any-
lectos wrongly the beam il smash into & wall or even
sake and you couid How

enraly o las twopossb paths rthe s
o trave o Y il b e gl itk B s
possble o end your chances here. You will necd t destroy
the Security

o o st e m realse enything
18 wrong. You need to pass through room, I you
ttemp this withaut th Treene anform on you i bs

o il s crtainly it hs bam [ st
with. Once you understand the theory you can star to gt
g e Ml

s difficult an you will probably find yourself wandering

in circles.In this secion you will need to find and
rescue Dighy and Peabody. They are loated right down at
the botom of the complx. You will eed the torch again for

some rooms.
Some of the doors are closed inthis section. You can open

0cac other, At th trnof ne reflector you e then direct
the beam down your second path after destroying computer

Once you have turaed offthe reflctas t the (you hope)
cornet position you ean fire the Giant; Laser, The beam will
travel throagh the screens bouncing of the relectors and
hopefully

you dont

computer at the end o s path. This

h rd il e

best way t learn you way
o o on et ofpper. There ae oy B4 srers,
although it seems ke a lo more. To gain 100% while
plyin you il aedt v vryoaion ipose of every
it gl B2 pete o B ik

down for Dan to shoot back, but by careful manoeuring he

can jump on them, and squash them flat!

OBJECTS

hesaogute  fw et ing o e compe

pick up and use. Frst,the lasr packs which

Tochies s g, o e pin o i han
50% charged slreads, there i ltl pointin taki

hen 12 pling
complete s pusze.

CHAPTER 1:
UNDER THE SURFACE

There are three random stat positions, all are iterlnked

charge. Then, there are energy
ofstamina to keep him i tp-top conlition during hi
adventure

4

ot i g D ke

the area and explor, everything you find i useful. Ifyou try

o e e caey pasm, i you il ale
0 obai ther by beating her ! The it b

secton. You can go ahead and complete the pat of the game,
but dontfrget your chums

CHAPTER 3:
THE GIANT LASER

may wander into this section by acident. You start of
next to a Giant Lase?, o there s no mistaking it Don't fire

will be VERY lucky if you

special. Unfurtunately timo is short and you aren't rewearded
for the most elaborata route through the sereens, It s fun to

the beam round the scroens in complex route o your
soal

CHAPTER 4
THE MEKONS LAIR.

Once you have destroved the third sccurity computer a door
ill open beneath . This doorleads tothe Miekons Dome, Go
there quickl! Your energy will be low and time will be vry
"The Mekon sits i his dome and hurl clecirical boles
atyo, Yo ned gt cos andyou eedgenaden et
5. Dodgein f h k. Adint it theDume wil
st i 8 BOONT: The dome will iy e, Carll,
eyt b e Mok o T o and

b Yoy’ that D
et the selfdestruct mechanism of the complex,each one
needs to be inserted

This room can be found relatively near the place where Dan

DAN DARE

PILOT OF THE FUTURE

COMMODORE

POINT e e 22600

lose energy.

abjectof this ection i 0 fre th laser a three numbered

should be a belp e, wood doesnt conduct electricity). The.
anly irreversible ones are the branch and the vine, Make sure

off and find
e, whe o v o s ol bk et o

SPECTRUM

Dan Dare asly. You
+will e able o practiethis secion b saving ime by not




CHAPTER 5: THE ESCAPE.

and i quit los o where Dighy s, So sometimes you can
e the il a  short cut back acrossthe map afer colcting.

i sl e, and s il o, Yo e
suceeded s savingthe Earth You now have o save

skinand retur 0 he st ren el you Vilhave
aledy e you s ou baver't you v o
minutesto do s and escape. There i a short cut, you may
havesesds ound . ning theshor ot by vou e

only realy want o do this when you hase plety to spare

BRIDGE BUILDING

ou will ned to fnd fou bridging pieces o buida bridge

aver {0 Digby. & new section o the map il open up

0 back the way you came, and that means abeolutely no

AMSTRAD
THE GAME

Make o map!

erytime You will have to find

o o e Lo g o bk
Dighy The best way t:

e mmu o il s

in this sectir

i 1 e al

mgling

you get captured by a treen that ou previousy hodnt
notced. enter

h oo,

it
e il e

hid T devices,
they wat o ambush Dan, and e very often sucesétl in
e

change it

bt
fyou come up

they turn hard and can bock vour path, You have tobe very

are n the wrong.

chasms. You can find that you

pusition
CAPTURE

avay them will hampr your pa

you are not careful. You il find the last bridgig piece in
tion

by and gt off the asteroid. After

Dan waly o ot of i n Lot with
ulise

D e e e

frecing yourpal you will have around tw minutes o acape.
in the rock

“There s & hidden secton that you may sturble acros, s

DAN DARE

PILOT OF THE FUTU

AMSTRAD

Huh! So you need some help with my game,
eh? Wimps! still nobody can be as truly
trrile s me withaut  biofhlp L sppoe
Except +VG reader Andre
Willame who ersiad (ke piapers puce
especally for all my many fans. Use it

and the Naughtyometer will go off
the scalel I'm off to create some more
mayhem, See ya later wimps!




HOW TO BE TRULY TERRIBLE!

comptar at he rightof ths o, ¢ huld o
the clay from H and return t the playschool. Bnter
(58 e o . A et s o ol them

o gall
the plants (F2)on the way. Drop th weedkille n the garden

o wipe out all the nice lowers. That's David Bellamy off
your list of admirersjust for a start!

1@ Go back o the graveyard (F2) and shoot the ghost standing

by the grave o reveal the fertilse. Pick it up and roturn
the garden, Drop the feriliser on the path and leave the

creen s the gardener chases you. Behind you weeds should

and g0
the China Shappe (C7). The patty in't empty so drop it Lo
make the shop koeper VERY angry! Drop everything else to
complee t

GENERAL TIPS
@ Onceyou have used an objc destroy i, This il inrease
your Naughtyometerrating

Goto F1 G
drop he ke inC2- o hrugh the pasags, Bewrs when

oI knock
objects offthe chet o drawers ete. for extra points,

! You

Key

mTa)ay
Secret passide
sk

gath
il
oneway
door

Il

ot o o o waTie e
o e v e e
o o e o e STARTING LOCATIONS OF

pesshaater. Be careful no to break it Collect the hon fom —— ()BJECTS

F7 and up the alley to B10. Go to the police station (BS) Mapreference Object
nvd mw the cell (C9). Drop the bomb and the cells will open a Bust
allowing the prisoners to escape. Now you've upset the police ﬁf -
very mrely‘
Sl 5 Py

e e & o
Bl ey S 2 =
o 0 o b o o 3 e
650 s o i g €7 st G4 Ol o
e st s v o e
s P P
SrlendnneRanae 4 m
Pl g o o =
€ Goto b a9 oot it Co 08 Tty Do
e e e ki e, 3 f
e el et e -
e o i

‘machine, et stuck in Jsck!

0o t the Bank (F9) with the key. Go through the passage
C

@16 good idea to move the weight rom 9 to C8. Don't

ol h Power B bfor i et i roces
e aputing(h powle emevhre sl - and ke he
i cad o ch wardrone, £ outsd s bk and ump

at thecash dispenser. Drop the card next o th
machine - which should have broken!
that mucks up the machines are you’

Gotothe polce station (B8) entr and take the weight. Go
to Hummo's Socks (ES) and enter. Jump at the machine and

it will stop. Drop weight in
@ Get the battery from the palice station (CB). Go to Just
Micro (B5) and enter with the battery. Run to the square
under the table. The compaters will overioad. Drop the

@ Get the washing powder (HO). Take it to the launderette
enter and jump at. the washing machines until bubbles pour

from al thee, Drop the powder and leave. Hubbie, bubble
toil and more frouble!

@Get the key and goto the bank (F9). Enter and the radiator
U move. But only if you have the key. Get the discand take

it to Technology Research (D6). Enter and jump at the

Energy drains fast when you try tocollet the bomb, You
need the key to gt the radiator to move in the bank s0 you
can get the disk.

NIPPER’S CHECKLIST

e qutk ot g e Ot ad e ctins
‘hich they can be used toceste

Loindorette Wstingpawier
2 aht

Computer Factory
Testh Factory
Livi
PoliceStation
Playschool
Garden

Computer Shop.

China Shop

12 Byl 5 B7 5 2o



INACTIVE
DROID

DEACTIVATORS

o

Prepare to have your mind warped and senses
shaken. The Deactivators are the toughest bunch of
droid this side of the Bug Hunters. Their mission is
the difficul bit. They have to clear terrorist bombs

from  top security research establishment before
time runs ut, t's a matter of Gming, teamyork and
a whole ot of lateral thinking. IDEAS CENTRAL
called o the Deactivator’s designer David Bishop to
few seerets about his haffing e
entertainment

COMMODORE 64

e of the game. I features many of the
aards youTl encounter late i the game. Hazards
Tike bombs, it rooms, guards, upside down rooms, idder

e map shows the interor of building two, the second
lev

manydifiren combinains that wil ork o
il gude imply s ot 0 provide he R
b e bliad

SCANNING

Betore o start vl can i thorougy o check ot he
uiionsof your

GRAVITY

The different colours ofthe different rooms tel you the

e oo o hih ol e o d o

After a whole youTl work out. positions o your
tdsin s i whnchuskig s U e

squares an tho lors a a guide (o positor

“Ecept the Ansirad versn whor the vy i inicated

i the topleft hand sde o theserer

FORCE FIELDS

Somo aches, ks and dnrsaepoetd by s
{4y to ram your vay

dro
e
pressure.

BOMBS
mping el s an o s 6 1
wteh simply to Getonating sequence o the bombe
o B, 6 crcl s know v b il e o

e o i i et
Unless you foelsuiidal tht i,

CIRCUIT BOARDS

it bosrds control Ndn donsand batches,unt o
force fekds and poles. Your droids must return them

computer room in each building 1 actvateideaciv

e s 1o ot g sl e 1 i
Al

shenin

e A . Wy e b o i s
i hat i’

Were not THAT kind at 1C! You can throw bombs around
om droid to droid. But remember they can only survive o
cortain number of impacts This mumber alters from level o
level. D

dummics that dot open daars or killbrce filds But you'd
sou?!

BEAMS AND POLES

perform
an mpact. Toldsou i waan, oin o be aey! Exces the
Jinit and BOOM! No droid, no room!

DROID GUARDS

™ he good gy uni the teroistscame

s el around with their programming Now they
‘to vapourise anything that s\mx mlo mm ﬁehi av

returned to the computer room 50 dontrely on them in a
fight spo! Some pols have force lds in operaion. These
i s oturned to the
computer room, When using ether ranspart sysem beware
of Guard Droids

SOUNDS

Use your eas as well a your eyes. You can hear matter

um
2apped too by carofully mlnm, o Prod
Do meo Fach guard a1 he wiped by
taing |} e v s within  certain time span.
m fllow your drod through a hateh s the best
oy o st fte P o i oo rope snd
you've got them cold. But remember o ensure that they are

Droid could be beaming down o intercept you. Thuds mean
e same f there's a hteh i the immediate vicnity.

ALTERED PERCEPTIONS

Remersber when you ener an upsidedown orsidewoys oo
e completel

hny my ol o And e utof the way FAST
now do you?

el caught in matter transporter
Careful o ook before you move. 1 you see  guard watch it
fora few seconds before makin a mave. The ony good news

prepared to move quickly ifyou ind yourselin a oom with a
guard - using the scan method s described earler

reversed. Pactice makes perfct e,

GENERAL TIPS

Extra droids eamed after suceesfully completing  lvel an
i ot will. Donit attempt o cary.

Harting ositon of Guard Droids, Cireuit B
desination poni o e rnsort e and the
computer rooms. Dot p



TRANSPORTER TO X1
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COMMODORE 64

ZOMBIES

WEAPON CORE 001000
20P 005600

From goblins, ghosts, gouls and things that go bump

in the night, may Kenneth Henry protect us! Well

hell have a pretty good try at it anyway. C + VG
tipster Kenneth has been battling all sorts of
supernatural nastes to bring you this survival

uide to Gosts " Goblins, Elite’s excelent arcade

conversion. Ken played the 64 version ~ but his tips
should work on al other editions. o grab your

garlic and head for the graveyard!

e W

GOBLIN




LEVEL ONE/PART 1

Yk, K st o oo o0
fapihe bl ks . G p e nd o
e Fred at o by the plant Whenyou o s

fa oo avayand dop o gour oves 0 il tem,down
the ladder to the moving platforms

Sl GO oy St o o i
can either jump off

/PART 4
st moving

PR xS ot

u.J

T lap. You ws Ve offthe third p!nlﬁrrmwKhe_yeltyxndwltluhunmpmﬂ
" Yoi ot e
Indder Zap the econd red b A
Yok vt spre

bk vl o themovin g e et
will cary you acros to the ilan

LEVEL ONE/PART 2

ol o My ot . o

/PART 1

The Cloudbridge. Jump onto cloud one and then onto cloud 2.

Callect the g
encounter and leap across to the second island. When you
land shoot to kil he plants. Zap any arrow launchers in

i

imply jump diret. tcloud four. You vl then be able to
jump t thejuncton. From the junction jurmp to clud six and

This will take you
Kil

y. (See ot Lounchers

the ke
and Level Guardians).

LEVEL TWO/PART 1

[PART 2

The Firebridge. You need to survive this section complete
‘with your armour in order to b able t kil the Level

* BEWARE OF ZOMBIES * BEWARE OF ARROW LAUNCHERS!
COLLECT TREASURE
START COLLECT TREASURE LEVEL GUARDIAN
WINGED DEMON!

T

LEVEL 1: Spec/Ams/64

 BEWARE BOMBJACKS HERE!

START

ek long ol the i, Sand et ta s el ind
ump up two platforms, Shoot the plant and jomp. Walk
AR Callc theccond o The g of
pltorn s s st

ofwhich flare up and dowm as you attempt to eross. Wait
until they ae at thir lowest before jumping the jet. Never

e .1 e ot s o e ol 4
then jump past, walk along and collec the third coin. Walk

try 1o walk acros even when the fire are low, You
be hassled ou frst. met on the lee
Dt of L T W by siouchl o

the plan o b ou G Kl oo ooyt
S S g0l

v gl
o e o o S5 i ik e

one foa over the e

o s e, oo a0 st i
Walk as fa as you can across the platform before jumping to
the etty and the houses

LEVEL 2/PART 2

Wk pastthe shuttered house and you will come acros
o b s i Yo e
have hols ~ and small green creatures fly out of th

Ik . i ke it BombJcks an are o o
‘you dont et them before they start towards you
Joul e to kneeldow o sheet t them.

LEVEL 2/PART 3

Laddors N Trolls Kill any birds that appear as you jump
el S
dropped from

Stop at the edge of the black and grey door, tll shooting,
‘When the guardian jump out at you shoot ke crazy at him
e walking towards hir. When he j ofyo
finish him off while you are fickerin
it 0o armour: Jump off the bridge
and walk untilthe sereen stops sraling. Keep shaating!
Every time the guardian jumps, jump with him and keep

/PART 1
This ook ke the middle o the graveyar fom lvel o

ead of a lant. Simply walk
along the ground Killing ansthing n your path,

/PART 2

above. When you'
e i

0 up the tairs. You

ladder and
e e e A Yo itk
deal with number three before his mate reaches you! Kill the
bird and watch out o troll ive and six. They both fire

[
will e  turre. Go up the step and use the jumping meth
to kil the second wingod demon. Go up ladders o ill the
third demon

Foing

* MORE BOMBJACKS HERE TOO-
THEY APPEAR FROM WINDOWS

EBanEn
mmasgs|—>

LEVEL 2 CONTINUED
LEVEL 2: Spec/64/Ams

~ TREASURE .
GUARDIAN
T0 THE
LEVEL 3: Spec/Ams CATACOMBS
* BEWARE GHOST & ZOMBIES TREASURE N, R
TREASURE =1 Wieh
= DEMONS!
[~ E | [DEEaR i
H =TH 7@\'7 s
E—

LEVEL 4: Spec/Ams

* CLOUDBRIDGE

—=2. =~ WINGED DEMON

T

* BEWARE BATS!

LEVEL GUARDIAN

SURPRISE
SU?PRISE!

LEVEL 3/4: 64




e
0 along platform. Avaiding another
ingd e i of s g and and o patorm. Right
next to another Winged Demant You shauld have enough
time o kil it bfore it moves. Walk fothe blue door. Now you
fice the final challenge. A giant dragon threatens sou. You
have 0 shoot it 10 times to gt rd of it And of course i’
sholing ayou. I 0y s you gt congratlations
sage. Then is hck to the beginning.

KILLING WINGED DEMONS

Getin ashot Youneed ot

the troll walks befoe it heads back towards the ladder

him twice before h screams and rushes you. IF you haven't
mansged to hi him them jump over him

ol furthest sy —then turn and st at . Kl the
£00n upthe et Ind

sou. Or duck! Jump the bullet he fire at you and have

e o s o et ol
Delverthe fnal thot when he hs lwn ovr your had by
Jumping up and shooting im.

KILLING LEVEL GUARDIANS
s soon s thy lesp ou,freat them, When they jump a

Second time at you move nto & coner and fire ke erazy If
they are till alive afer llthis tar sround on sour knees.
the

and keep firng. When you have dispos collet
Key, Lovel Three's guardion s realy tough, Ho either robs
sour armour or kill you simply by touching you! You

‘really need the armour or the dagger to kill mm (See rwles

bird
other rolls.

OTHER ENEMIES

Tombi Appse in e Ot and e art o Lewl Four
i T S T e L
and walk al

Fiying Knights Appear i part two ofthe s ol
Arrow Launchers: Fire srrows horiontally and verticlly.
‘Appear with guardian at the end of Levl One and part twoof
Levl Four.

Bids Take off and 1 rm riht o Appet i the
graveyard in Lavel On ree o
Bats: Appear on the m[nuhuhnnfkvel Erorand

down ot you in 7 225 patter
Bl i e Tyiapsand fre ballets at you

on maps for deails). Level Four's g
e maschcs = ere whe e ' dd < 8 Y0 v 1
dash in and pick up the keys quickly.

DESTROYING TURRETS

ghosts. Shoot them and the treasure - and somethimes
‘weapons - vil appear.

WEAPONS

These appear in Level Four.
ik You needn't

1 i siraight shead when fied

turret which

5
3 Dagger - s ig

tets  pare suit o armour which i useful i you've ot
Soursto the Guardien in Level Three. The turrot appo
aftr the first Winged Der

, Sl when i it coinues nddrying anyhing
e it toud

hos to deal with him now. Don't you? Destroying the
S il Wyl o s s D o Y
-

Zombies, Flying Knights an Aot Wiies A
Shied carrieson, destroying anything in it path onee.

o il Ik Mt hnlle\ hie

takes just th guandian, two to kill a

Tower i desroye. Do o
il i trol,
e v Al g i T |

‘ond o thestep s that the turret i n full view a the right
hand edge ofthe sereen. Duck the low bullets but just press
fir 0 stand up agan instead of jumping. Fir as many times
a5 you can beloe you have o duck again

KILLING TROLLS

Thess croaturss ot ntho thidpr of vl T

LIVES

Since you anly go three minutes per e you need o spread
them out

:mmuod Bouse Ty o gt o the nd o each seion with &

Zapping them i simpl
bl vt bt tey dsp. Yt i P o

“Ello. Tm Berk. The underpaid and overworked
servant.of the Bad Tempered Thing, It do this, do
it ge m i, wan tha oy o, And then
fhersDruttans Boni geting onat me .

ik i oL i e e i
castle. You'l probably find it Mcuum That's
why Tve decided to tell you a few secrets from t
Trap Door. Follow these clues and you'l be well on
your way to becoming a Super Berk, like me.




in Be
\m‘nm Rw]wwd Thing . s worms — and stops the ltle 4+ cating them, Grab
il give b any csh The puti Repeat three times m tinand
w B put it n the dumb waiter, Send t up to
doifyoure ina
ry about Drutt. He'l b back s saon
the Trapfugain

EYEBALL CRUSH
Take the basket. Find the seds. Take them bth tothe
cortyrd. T it e Dropseds ane by one no the
ke el fowers and put them i the vt
ot

9, Getthtland
etout

iy
Ahendon sveyiing b \v-\\km o e e
always o take Berk's advi

der the v

i e This s o prety

ot van i about o ary o

(AI\ OF “ ORMS! Crusher will eapino the vat ifyo've mewm
rush th eyebll with s gant boots and make

1 fevourite dik. Then you hav 0 ge i o th Cruser. It

Captain Johnny “Jimbo-Baby” McGibbits, also
known 25 The Inflrator is a pretty neat guy.
Helicopter pilo, ace spy, daredevi, and a mean man
{odalith Ho neds oo mars help o beat he Mad
Leader from destroying the world. But YOU might.
Canadian Chris Gray, 18-year-old programmer of
US. Gold smash game, Infitrator, offers this top
secret briefing.



THE MISSION

The maniacal Mad Leader i intent on destroying the world.
Johmy “JimbaBaby” McGibbits, AKA The Infitator,
must stop him.

THE EQUIPMENT

he ultra new Whizbang Gizmo DXH-1 Attack Chopper, top
speed 450 koots, armed

® Ornco—or F —you make to thecnemy base - you can select

various items to help you - slcping gas, g4 renades,

papers, camera,explosives et

@ 4 goneral point 0 remember when exploring the soraplex

s that ANY room you enter which i grey in colour s

IMPORTANT. Search it careflly.

@ Youshould gas any guard inrooms in which you want totakea
otograph.

o
@ The securiy card and janitor’s uniform ar i a building in
reen two

rap  anti-heat magnesium flres,chafl
ispense, urbo booster 4nd state-of-the at computer
dance.

MISSION ONE

Fly to the enemy HQ and photograph secret documents and
o plans.

® Alvays try to communicate with unidenfied jts before
they communicate with you. This forces them 1 identfy
themselves,

@ Pay cose attenton to the identifcaton of any jet, If the
plots name sounds remotely siniter or nasty, (s probably
the enemy. Take the appropriate action

@ Unlese you have a relly clearshot, never start a fight
with a jetbecause they always fight back. To the death!

@ Alvays fly above 200 fct. This allows you t avoid enemy

~isnt  good idea. T takes @ ong time to reach the groune
from such an alttude.

screens four, v and six
@1y i the ground mision and you set off an alarm,
youl airac a maniac et You can urvive by blowing it up
1 You might ind an dletroic ey when seach trough
chests inthe buldings you can tun o the alarm.

MISSION TWO

@ To et the scentists of the base you have to make him
invisible. To do this you need an invisiilty pill. I's in
cabinet.in the laboratory. Search and you shel find.

ive the pill to hm and he wil disappear automatially

follow you outl
@ Remember to give him the pill befre planting explosives
under his desk in the aboratory. I saves time:

e mine detector befre leaving or entering the

area where the helcoptr has landed. You are surrounded by

out your fuel supply and it aso reduced the timo it takes to

temperature gauge. I th ol gets oo hot, turn the turbo.
until the ol cols. 1 you don's, the chopper's engine will il
1@ The heat seoking missiles aro your best weapon, Don'
waste them, Wait fo the enemy je o l into your path and
then hitthe o button. 10 best not o try and force the
enemy et into your sights

® Concentrate on keeping the helcoptr fying towards its
destnation. Always use the Automatic Directon Finder
(ADE) in the cockpit. It bes to program it immediately on
take off.

away
janitor’s uniform. I they talk or catch you they won't et you.
0. You will have to gas them to escape.

MISSION THREE

@ Thero arent many tps or cuesto give n this part of the
isson. God advice s not to wsto any

@ Always plan your last bomb close o an it and eave

T L 0 |

20

-
=)




TIMES OF MUGGINS AND STATIONS
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Say KWAH! It the mighty Redhav, defender of
truth, justice and the innocent computer owner, Few
people know that Redhawk has a sidekick - a young
super-person called David Harvey. David helps
Redhayek and now he's going to help you with these
superhero style hints and tips, Read them and you'l
going through the game faster than a speeding
Otiss!
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